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Nintendo and the Nintendo Entertainment 
System are trademarks of Nintendo of 
America Inc. 


THIS OFFICIAL SEAL is your assur¬ 
ance that Nintendo ® has reviewed 
this product and that it has met 
our standards for excellence in 
workmanship, reliability and en¬ 
tertainment value. Always look 
for this seal when buying games 
and accessories to ensure com¬ 
plete compatibility with your 
Nintendo Entertainment System ®. 



Thanks for choosing The Punisher " by LJN 
for the Nintendo Entertainment System ®. 
Please read this entire manual to get the 

MOST ENIOYMENT OUT OF THE CAME. 













Safety First... 

Always make sure the power to your NES Control Deck is 
TURNED OFF before inserting or removing the CAME PAK. 

This is a high precision game with complex electronic cir¬ 
cuitry. It should not be stored or used in places that 

are very hot or cold. . Never hit or drop it. Never 

attempt to open it or take it apart. 

Don’t touch the connectors ** or get them wet or dirty; 
this will damage the game circuitry. Keep them clean by 
storing the CAME PAK in its protective case. 

Don’t clean with benzene, paint thinner, alcohol or similar 
solvents. 


p=r-N WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV. Do 
not use a front or rear projection television with your Nin¬ 
tendo Entertainment System® ("NES") and this video game. 
Your projection television screen may be permanently dam¬ 
aged if video games with station- ary scenes or 

patterns are played on your projection 

television. Similar damage may occur if you 

place a video game on hold or pause. If you 

use your projection television with this video 

game, neither LJN Ltd., Acclaim Entertainment nor Nin¬ 
tendo of America Inc. will be liable for any damage. This 
situation is not caused by a defect in the NES or this game; 
other fixed or repetitive images may cause similar damage 
to a projection television. Please contact your TV 
manufacturer for further information. 





Here's the Story... 


The Punisher wasn't 


always what he is today. There was a time when there wasn’t any 
...there was only Frank Castle, an ex-Marine, police investiga- 
and family man. One day however, his wife and chil- 

nocent victims of a "mob hit". Ever 
Castle has no longer existed...the 
place...and his sole purpose is to 


dren became the in- 
since that day Frank 
Punisher has taken his 


eliminate crime. The H "“ i problem with the Punisher is that 
he sometimes goes too far. As he likes to say, "I hand out my own type 
of justice." Well, this hasn’t made him many friends down at Police 
Headquarters. So the Punisher works alone. 


Kingpin, the biggest of the big bosses (and the man behind "the hit") 
has made a major effort to take control of New York City. He and his underlings have 
"worked" their way into the Big Apple’s strategic crime locations and are making 
life impossible for decent citizens. The police seem < powerless to stop 
it...which leaves only one man to do the job...the w Punisher. 






Let's Cu Started 



You’ve got to fight 
your way past armies of 
Kingpin's flunkies and minor league bosses in order to get to the 
master of crime himself. Nobody is willing to help, so you’ve got to 
do it alone. Just you and your arsenal of some of the most sophis 
ticated portable weaponry known to man. 

...but remember, while you’re out hunting them...they're out 
hunting you! 


You start off with a choice of three minor, yet still ruthless crime bosses to go after. Use 
the control pad arrows to position the crosshairs over the wanted poster and press the A 
button to select the criminal you want to go after first. 


You will find yourself on a street somewhere in New York City armed with an Automatic 

Machine Pistol, 300 rounds of am¬ 
munition and 3 grenades. If you 
play your cards right, you will 
come across additional ammo, 
grenades and weapons upgrades as 
you progress through the streets dur¬ 
ing your mission. If you pick 
up the Automatic Assault 








Rifle or the Surface-to-Surface Rocket Launcher, they will come with 

their own supply of shells. You can pick up additional shells for the Assault 

Rifle throughout the streets, but if you ever get down to zero, you will get the Machine Pistol 
back with the same number of rounds that you had before. The same is true when you use 
up your 3 shell for the Rocket Launcher. If your Machine Pistol runs out of ammo, it will only 
fire single rounds-you will never be left without firepower. 


You start the game with a full energy gauge. You can increase the size of the gauge by 
picking up Kevlar Vests when you see them. (Remember, you pick up items by 
shooting them.) To restore lost energy, pick up the First Aid symbols. If 

your energy gauge reaches zero, you lose a life. Here is a w complete list 
oj pickups and bonus items scattered throughout the streets: 



Assault Rifle Extra Shells First Aid Grenade 



Extra Life 




Kevlar Vest 


Rocket Launcher 
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The background will automatically scroll from right to left, and you will be able to 
move from side-to-side by using the control pad arrows. Pressing the A Button will 
fire whatever weapon you're carrying. While you're firing, however, you won’t be 
able to move. The crosshairs should be used to aim at your targets, but you will 
> be standing still at this time. Press the B Button to throw a grenade. 


* w You will be up against some pretty tough customers. They will come at you 
fast, often and at all angles. Some will pop out from around a corner, fire off a few 
rounds and then duck back. Others will stroll by as if they couldn't care less, then 
they will quickly turn and shoot. Try your best to get all of them, because if you 
don’t, they'll probably get you. 

Select—On Function 

Start-Pause/Restart Came 


Control Pad Arrows Only*- 
Move Punisher 6 Cursor" 


Control Pad Arrows plus A Button- 
Move Cursor Only 



A Button-Fire Weapon 


B Button-Throw Grenade 


You will also come across some special situations that require more than just 
accurate shooting...sometimes you’ll just have to "let it all fly" and strafe the 
background. Keep on your toes and use your head...making it all the way 
to Kingpin is no easy task. 






Eventually, you'll be up against the end-level boss you selected. You'll have had to 
fight your way through a veritable army of his "soldiers" to get to this point, but once 
you're here, you'll be fighting one-on-one for all the marbles. These bosses prefer 
to fight up-close and will rush right up to you and start swinging. At this time, your 
crosshairs will disappear and you’ll have to engage in hand-to-hand 


combat. You will have to 
by using the control pad 
buttons. 


L 



punch and kick instead of shoot. Do this 
arrows in combination with the A or B 


If you manage to defeat the end-level crime boss, you will find your¬ 
self back at the wanted poster wall, where you will have to choose 

a different "low-life creep" to go after. Because Kingpin is the most powerful of all 
of bosses (that’s how he got his name), you won't be able to attempt to "put him 
down" until you eliminate all of the "small fry" first. 

You will start each new mission with 5 grenades and 250 rounds of ammo. 




Here is a brief description of the 5 

"lesser" bosses and of Kingpin as well. You 
should at least get to know them before you set out 
"remove" them by using Punisher style justice. 


Jigsaw has taken over Rykers Island Prison, 
which is located in the middle of the bay just 
east of New York City. It is from here that 
he runs his criminal empire. You’ve got to 
somehow cross from the docks, across the 
water and past hordes of armed guards, 
then into the prison itself to get to Jig¬ 
saw. He’s certainly not going to be too y 
happy to see you though...remember it 
was the Punisher who messed up Jigsaw’s face and left him looking the way 
today. Here's a little hint: he wears a powered exoskeleton which allows 
him to withstand shots from machine guns. 














Colonel Kuecc 


Colonel Kliegg is the perfect example of 
what happens when the wrong people get 
the wrong type of military training. He is 
a former Marine who has gone a little 
nuts over the years. He continues, 
however, to be one of the Punisher's 
toughest foes. Colonel Kliegg is very 
adept at building weapons out of every¬ 
day objects, and enjoys hunting people 
down from within his heavily armored 
assault tank. 



Hitman 

He might seem like easy prey flying around 
in his one-man, open cockpit 
helicopter...but guess again. From his 
airborne position, Hitman can "do you in" 
either with machine gun fire or by lobbing 
gas grenades down on your head. He is an 
extremely agile and well coordinated fel¬ 
low, so you had better watch out and take 
him seriously. 
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A very large, and powerful Ninja, Sijo is 
also amazingly quick and agile. He wears 
protective body-armor which allows him 
to withstand machine gun fire and he also 
has the ability to deflect thrown objects 
with his swords. As with any Ninja, Sijo is 
, an expert at hand-to-hand 

% ' combat, but when he un- 

. leashes the power of his 
swords, he usually has the final 
word in any confrontation. 



Assassin 



The Assassin, is a professional 
killer for hire. A genius in * 
espionage and a master of 
disguise... the leader of a high-tech ring 
of highly trained hit men whose favorite 
weapons are firearms of all sorts and 
gas bombs. 
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The Kingpin 



Considered the head of all criminal activi¬ 
ty in New York City, the Kingpin is, and has 
always been the Punisher's primary tar¬ 
get. Many people feel that if Kingpin can 
be eliminated, the lesser bosses will 
eventually "wipe each other out" in the 
battle to obtain power. It won't be an 
* easy task though. You see Kingpin is a 
huge and extremely powerful character 
and his massive body can withstand the 
impact of bullets. This means you'll have * 

to defeat him in hand-to-hand combat.Funny thing is...he’s considered un¬ 
beatable. . 


You'll have to think fast and move even faster against Kingpin. 

It's been a long hard fight up to this point and you don't want to 

fail now...not when you're finally within reach of your goal. Remember, Kingpin is 
a disease...and diseases must be eliminated. 



Just a Hint or Two 

As you move through the streets of 
the city, you will occasionally 
see a newspaper laying 
around. That paper is the Dai- J* 
ly Bugle and it could be 
very helpful to you. If you 
shoot it when you see it 
on the street, a headline 

will be displayed for you to read. Pay close attention to these headlines...they could 
inform you of some special "news" that might lead you to the Kingpin or could 
possibly even save your life. 
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If you need additional time to read the headline, pause the game by pushing the 
Start button. Push Start again to resume playing. 


As you're battling your way through 
the streets, stay alert and keep your 
eyes peeled. There are some special 
places such as subway station, 
manholes and locked doors that you 
might be able to enter. These may 
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be just alternate paths that you can take or they might contain important 
pickups. They usually require very precise circumstances before they can be 
entered; for instance, you won't be able to enter the subway unless you've 
cleared the screen of all bad guys. Once the conditions are met, a special ENTER 
icon will appear pointing at the entrance. Shoot the icon to enter. 



There is more than meets the eye in the backgrounds. There are many valuable items 
hidden in very unlikely places, so when you're not shooting the criminals on the 
street, shoot as much of the background as you can. 



Just remember...the streets belong to the people, not the criminals. 
Criminals are filth. The Punisher is here to clean the filth off the streets. 


And one more thing; even though your mission is to clean up the streets...there are 
still some innocent bystanders out there. Don't get careless with your gunfire or your 
energy level will suffer. 



Notes 




Compliance with F.C.C. Regulations 


This equipment generates and uses radio frequency energy and if not installed and used properly, that is, in strict accordance 
with the manufacturer’s instructions, may cause interference to radio and television reception. It has been type tested and 
found to comply with the limits for a Class B computing device in accordance with the specification in Subpart 

I of Part 15 of FCC Rules, which are designed to provide reasonable protection against such interfer¬ 
ence in a residential installation. However, there is no guarantee that interference will not occur in 

a particular installation. If this equipment does cause inter- , j ference to radio or television reception, which 
can be determined by turning the equipment off and on, the user is encouraged to try to correct the 

interference by one or more of the following measures: 


Re-orient the receiving antenna 


V and receiver are on different cir- 


Relocate the NES with respect to the receiver 

Move the NES away from the receiver 

Plug the NES into a different outlet so that computer 
cuits. 

If necessary, the user should consult the dealer or an experienced radio/ television technician for additional sug¬ 
gestions. The user may find the following booklet prepared by the Federal Communications Commission helpful: 

How to Identify and Resolve Radio/TV Interference Problems 

This booklet is available from: 



U.S. Government Printing Office 
Washington, DC 20402 
Stock No. 004-000-00345-4. 
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UN, Ltd. Limited Warranty 


UN LTD. warrants to the original purchaser of this LJN software product that the medium on which this computer program is 
recorded is free from defects in materials and workmanship for a period of ninety (90) days from the date of purchase. This 


LJN software program is sold "as is," without express or implied warranty of any kind, and LJN is not liable for any losses or 
damages of any kind resulting from use of this program. LJN agrees for a period of ninety (90) days to either repair or 


replace, at its option, free of charge, any LJN software product, postage paid, with 
purchase, at its Factory Service Center. ... 


proof of date of 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and 

shall be void if the defect in the LJN software product has arisen through abuse, unreasonable use, 

mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF 
ANY NATURE SHALL BE BINDING ON OR OBLIGATE LJN. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY 
PERIOD DESCRIBED ABOVE. IN NO EVENT WILL LJN BE LIABLE FOR ANY SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THIS LJN SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts 
cidental or consequential damages so the above limitations and/or exclu- 
apply to you. This warranty gives you specific rights, and you may also have 
state to state. 


and/or exclusions or limitations of in- 
sions of liability may not 
other rights which vary from 




This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by any federal, state or 
municipal law which cannot be pre-empted. 


Distributed by Acclaim Distribution, Inc. LJN Ltd. 1 Spring Street, Oyster Bay, NY 11771. (516) 624-9300. 



The Punisher* © 1989 Marvel Entertainment Group, Inc. All rights reserved. The Punisher 
and the likeness thereof are trademarks of Marvel Entertainment Group, Inc. Nintendo® 
and Nintendo Entertainment System® are registered trademarks of Nin¬ 
tendo of America Inc. Game Pak (NES-GP). LJN® is a registered trademark j| 
of LJN, Ltd. © 1990 LJN, Ltd. Made in Japan 











• For 1 or 2 players 

• Twin 1Uitx> 
Rapid-Fire 

• Slow Motion 
Mode 

• Accurate Up 1o 
30 Feet 


Ty£ (Nml.•!<<)<>) 

DOUBLE PLAYER 

WIRELESS HEAD-TO-HEAD SYSTEM 


JBcim" 

entertainment, inc. 

Masters of the Game™ 







TWO EXCITING MISSIONS IN 
ONE INCREDIBLE GAME! 



• HI-SPEED HOVERBOARD ACTION IN THE YEAR 2015! 

• GUN-SLINGING MAYHEM IN THE WILD WEST! 


Printed in Japan 


Back to the Future Part li & III™ © 1989,1990 Universal Studios, Inc. & Amblin Entertainment, Inc. All 
rights reserved. Nintendo®, Nintendo Entertainment System® and the official seals are trademarks of 
Nintendo of America Inc. UN® is a registered trademark of UN Ltd. All rights reserved. © 1990 UN Ltd. 








